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The world's first handheld electronic go-playing machine 


NEMESIS® Igo Dojo® 


Now you can Go anywhere ... any time! 
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Contains Toyogo's NEMESIS Deluxe v4.7 software - Go Master + 
Joseki Genius + Tactical Wizard (see our other ad on page 20) 


Sizes 5.25" x 9" x 1.5" CPU: NEC V25 16 bit 
Weight: 1 Ib. 4 0z. w/o batteries ROM: 256K bytes 
Power: 6 AA cells DC RAM: 64K bytes 
Cartridges: 2 slots for optional add-ins Display: 3.25" x 3.5" LCD 


Igo Dojo can be upgraded as NEMESIS improves via cartridge insertion. 
Prerecorded game/study cartridge and ones to save your own games will be 
available later. Optional AC adaptor available. 


CALL FOR INFORMATION - 800 TOYOGO9 (808) 254-1166 


$999 Retail ... Toyogo's price only $695 + $10 US Shipping 
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GOIS.. . anancient board game which takes simple elements — line and circle, 
black and white, stone and wood — combines them with simple rules and generates 
subtleties which have enthralled players for millennia. Go’s appeal resides not only in 
its oriental elegance, but also in practical and stimulating features in the design of the 
game. 

Go's few rules can be demonstrated quickly and grasped easily. It is enjoyably played 
over a wide range of skills. Each level of play has its charms, rewards and discoveries. A 
unique and reliable handicapping system leads to equal contests between players of 
widely disparate strengths. Go is uniquely flexible and rewards patience and balance 
over aggression and greed. An early mistake can be made up, used to advantage or 
reversed as the game proceeds. There is no simple procedure to turn a clear lead into a 
victory. Go thinking seems to be more lateral than linear, less dependent on logical 
deduction, and more reliant on a “feel” for the game, a “sense” of form, a gestalt percep- 
tion of significant patterns. 

Beyond being merely a game, go can take on other meanings to enthusiasts: an anal- 
ogy with life, an intense meditation, a mirror of one’s personality, an exercise in abstract 
reasoning, or, when played well, a beautiful art in which black and white dance across 
the board in delicate balance. But most important for all who play, go is challenging and 
fun. 


THE AMERICAN GO JOURNAL (ISSN 0148-0243) is a publication of The American 
Go Association and offers instruction, commentary, news and articles of general inter- 
est about the game of go. AGA membership and AGJ subscription is $25/year. 
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whole or in part is prohibited. Back issues are $25/volume. Write: AGA, Box 397, Old 
Chelsea Station, New York, NY 10113. 
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The AGA is working to let more people know about this wonderful game and to 
develop your strength and that of your opponents. Join today! 
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ROBERT GORDON HIGH 1946-1993 


The AGA’s newly elected 
President, Bob High of New 
York, died on January 8 ina raft- 
ing accident in Chile. An en- 
thusiastic and experienced white 
water rafter, Bob was part of the 
first commercial expedition ever 
to attempt the Futaleufu River 
when his raft overturned, and he 
and Sally Forlines, a woman on 
the raft, were drowned. 

Bob had a close bond with 
Chile since living there in the 
early 1970's. Last year, he 
returned to Chile for the first time 
since 1973 to raft the Bio-Bio 
River. Four other members of 
that trip also signed on for this 
journey, along with 9 profes- 
sional guides. 

Bob left for Chile on January 1, just hours after officially taking office as 
AGA President. After spending a week visiting with friends in Santiago 
and touring the “Lake Country”, he met the other members of the expedi- 
tion at the town of Futaleufu on January 7. Villagers waved from a nearby 
bridge as they set out about 1 PM the next day. 

Toward midafternoon, the party approached its first real challenge, a 
canyon containing a staircase-like series of ten rapids called “Las Escalas” 
(“The Ladder”). Although trip leader Randy Holton had scouted the river 
with a kayak, when he sent an equipment raft with one staff guide through, 
it flipped over. The guide on board managed to climb back on and ride 
upside down, and two of the three kayaks set out in pursuit. The second 
raft passed through without incident, coming to rest in an eddy. The third 
kayaker took up a position downstream with a rescue rope. 

When Bob and his companions moved into the current in their raft, a 
smaller, more maneuverable craft, it flipped over almost immediately, 
plunging all seven passengers into the swift water. Bob was swept past the 
downstream linesman, who made eye contact but could not toss him a 
lifeline because he was too far away. His body was spotted immediately 
as it emerged from the bottom of the rapids about ten minutes later. CPR 
was attempted, but it was too late. 

The bodies were carried by oxcart to a nearby barn. The townspeople 
of Las Escalas came with flowers which they placed around the bodies of 
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Bob and Sally. After a brief ceremony they were taken to Futaleufu and 
then to Santiago. 

Bob was born and raised in Oakland, California, and attended Berkeley 
in the late 1960's, adding his own spirit to the tone of the times; for example, 
he helped to establish such groups as “The Whimsical Tree Climbing 
Society” and “Neo-Luddites For Nixon.” In one memorable exploit, he and 
some friends had a complete formal dinner in an elevator. But Bob was 
serious about his studies: he passed his math orals with distinction at 22. 

In 1972 Bob went to Chile to teach math at the University of Santiago. 
He was still there in 1973, when a military coup headed by Agosto Pinochet 
overthrew the democratically elected Socialist government of Salvador 
Allende, with the assistance of the US government. Many of his friends 
were arrested and some killed, including Charles Horman, whose death 
inspired the movie Missing. Bob and Horman had played go together. He 
returned to the US to direct the Berkeley office of NICH (Non-Intervention 
In Chile), an activist group that was an important source of resistance to 
the Pinochet dictatorship during the 1970’s. He went on to become the 
national director until the early 1980's. By that time the resistance in Chile 
had become strong enough to oppose the dictatorship on its own. 

Bob then embarked on a career using his math and computer skills, most 
recently as a research analyst at Greenwich Capital Markets in Greenwich, 
Connecticut. He co-authored a book on investment strategies, and had just 
completed another book at the time of his death. 

Bob also redirected his enormous energy into go, first as a player and 
then, probably inevitably, as a major organizer. He became Membership 
Secretary in 1984 and since then membership has tripled, largely because 
of the level of organization he was able to achieve. He established a 
computer go interest group that led to the birth of Computer Go, a magazine 
now in its sixth year of publication. He was centrally involved in the 
development of the current AGA computerized rating system, the new 
“Simplified Rules of Go” adopted recently by the AGA, and the formation 
of the new American Go Tournament Circuit. He also produced sheets of 
information for response to various types of inquiry and published a 
constantly updated “Who’s Who In American Go” which he distributed 
widely. , 

International go was another of Bob’s special interests. As well as 
attending annual meetings of the International Go Federation in Japan—at 
his own expense—he traveled to Korea in 1989 with the US-Korea 
Friendship Baduk Exchange; to the London New Year’s Eve Tournament 
in 1989; and to the European Go Congress last year in Canterbury. In recent 
years he had acted as the AGA’s European Liaison. 

Along with Bob’s intensity came a wonderful sense of whimsy. The 
creator of “Go Kiburi”, he was also a prolific author of go song parodies. 
His writings include an extended parody of the Mikado (“The Honinbo”) 
and the Canterbury Tales (“Canterbury Go Tales”) along with various other 
jottings. He published a Silly Go Songbook which he updated frequently and 
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passed out liberally. He wrote many of the songs that appear in the book. 
His version of Dylan Thomas’s poem “Do Not Go Gently Into That Good 
Night” appears on page 39. 

A 2-dan in go, Bob was also interested in other games. He was an avid 
player of the card game “Pits”, which he learned from his British friends. 
Likewise, he could often be found bluffing his way through a game of 
“Liar’s Dice”. Often an interest would turn into a new source of expression 
and creativity. Bob had recently rekindled a liking for puzzles, and had 
published several puzzles in New Scientist magazine—including a puzzle 
entitled “Nightmare”, which dealt with rafting and appeared on January 
9, the day after his death. 

On January 16, over 200 mourners filled the hall at Union Theological 
Seminary in New York to mourn Bob’s passing, while more than 100 
attended a service conducted in Berkeley at the same time. He was 
described as a “brilliant polymath,” a “jack of several trades, and master of 
all’, and “the world’s librarian.” But more than this, Bob was remembered 
for his kindness and inspiration, his unique way of helping people get more 
enjoyment out of the things that interested them. This is a monumental 
loss for all who knew him, and for the American Go Association.eo 


Memorial donations can be sent to: 


The American Go Foundation North American Congress on 
clo AGA Latin America (NACLA) 

Box 397, Old Chelsea Station 475 Riverside Drive Room 454 
New York, NY 10113 New York, NY 10115—please 
specify Bob High Fund at NACLA 
or Bio-Bio Fund at NACLA on 


your check 


Sing Out! Magaine 
PO Box 5253 
Bethlehem, PA 18015-1253 


[ a 


At the 1990 Go Congress in Rochester 
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LAMENT ON A PILGRIMAGE 
For One Who Fought Blindly For The Best— 
How Strangely He Has Won 


for Bob High 
by James Michael Ryan 


“Our hearts are full of tears tonight. Broken are our hearts, 
Broken the glass that reflected our hopes. Shattered 

The lens that focused our vision on all that mattered. 

Now we clatter on, like so many carts 

Dragged by tinkers. On we go, mending the parts 

Of our cracked souls with tears, hammering battered 

Lives to new shape, patching our tattered 

Spirits, struggling to regain the practice of our arts.” 


The band of pilgrims comes at last to journey’s end. 

They light no lamps, for the shrine gives off a brightness 

From the scattered gifts spilled from the overturned coffers. 

How luminous they raise their reflecting eyes. How strange the lightness 
Of the air as they raise each gift, burnish it, and offer 

It to another. Suddenly, they are the last triumph of their friend.eo 


* ' 


ivi aed 


Rafting with friends on the Lehigh River 
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GO NEWS 


FREE COMPUSERVE INTRODUCTORY OFFER 


TO ALL AGA MEMBERS 


As a member of the American Go Association, you are eligible to join 
CompuServe—the world’s largest online information and games service— 
through a special free introductory membership offer to all AGA members. 
If you have a computer and a modem, you can connect with CompuServe 
and visit with other go players in the “Oriental Variants” section of the 
Chess Forum. (GO CHESSF). This forum provides you with all the latest 
news and announcements concerning go and the AGA. In this forum, you 
can exchange messages, tips, and strategy with other avid go players. 

In the Modem Games Forum (GO MODEMGAMES), you can view a 
list of other CS go players and “challenge” a potential opponent. You will 
play go on a video board display with other CompuServe members 
WORLDWIDE, using “Telego” shareware, which is available for 
downloading from the forum “library”. 

To take advantage of this CompuServe offer, call toll-free, 1-800-524- 
3388. Ask for Representative #438. You will receive, by mail, CompuServe 
user instructions, a User ID, a Password, a $15 introductory usage credit, 
and a month’s free use of CompuServe basic services. 

Compuserve members have already begun to show a lot of interest in 
go. Over 350 people have downloaded IGO, Ishi Press’ shareware instruc- 
tion program for beginners, which also plays 9X9 go. 


GO GLOBAL WITH INTERNET! 


The first Worldwide Go Club opened in February 1992. It meets every 
day—or night—depending where you are. The “Internet Go Server”, 
written by Tim Casey of Berkeley, CA for Internet, runs on a computer in 
Berkeley, CA and can handle over 250 visitors at a time; even so, at peak 
times it can be hard to sign on. While most players were initially from the 
US, European and Asian players have been joining in. Even pros, including 
Yoshio Ishida 9-Dan have been known to drop in. And it’s cheap, once one 
has a connection with the Internet, available at most universities, many 
research institutions and some private firms. 

Even if you don’t have direct access through business or college connec- 
tions, you can join through Holonet. For information about Holonet, go 
>internet: info@holonet.net on Compuserve. At $5/ hour peak, $3/hour 
offpeak, it’s quite a bargain. In fact, the significance of the Internet Go 
Server is hard to overstate. With 50-60 players, including many top level 


NUMBER 1 7 WINTER 1993 


dan players, online at any hour of the day or night, it’s closer than living 
next door to a go club. 


Nominations Open For President; 
VP’s To Be Chosen Later This Year 


Phil Straus of Philadelphia was appointed Acting President by the AGA 
Executive Committee by conference on January 24. Straus, who continues 
to chair the Rating Commission, will run and is prepared to a serve a full 
two year term. Full AGA members who have served as an elective or 
appointed AGA officer for at least one year are eligible. Send your nomina- 
tions to: Larry Gross, AGA Recording Secretary, 3242 S. Beverly Dr., Los 
Angeles, CA 90034. Officers are elected by chapters. 

Terms of office of the three Regional Vice Presidents expire at the end 
of 1993. Nominations will be received at the Congress and for some time 
after; an election will be held in the fall. 


Youth Championship Selection Coming Up 


The Ing Foundation’s World Youth Weiqi Championship will be played 
this August, and the US has been invited to send a representative. US 
citizens who will be younger than 19 by August 15 are encouraged to 
contact Ernest Brown of San Francisco (415) 641-1452. Watch the Internet 
Go Server for any needed playoffs. 


Czech It Out, Man—A Month Of Solid Go 


This summer, a continuous marathon of Go Congresses in the USA and 
Europe will span the last week of July and most of August. The European 
Go Congress will be held in Prague this year, during its usual time, the last 
week of July and. the first week of August. Contact Barbara Calhoun (212) 
580-5882) for details. The US Go Congress begins on August 7, as EGC is 
wrapping up, rather than overlapping as it usually does. Then, on August 
14, Go Isle Of Man, another week-long multi-event, will begin. First held 
in 1991, Go Isle Of Man features three main tournaments, game analysis 
and instruction by famed British player Matthew Macfadyen, and many 
opportunities to explore this island between Ireland and Great Britain. 
Contact Everymann Holidays, Isle Of Man Dept. of Tourism, 20A Duke St., 
Douglas, Isle Of Man. 


Ishi Press Preview 


Cho Chikun’s 2-volume Life And Death Dictionary is in press—in fact, 
Ishi Press International is already taking orders. We've seen galleys of 
volume one, and it looks great! Four major groups are discussed: Life On 
The Second Line, Six Space Eye Shapes, Eight Space Eye Shapes and The 
“Comb” Pattern. Dozens of variations are presented for each group in 169 
pages of systematic instruction. And that’s only half the story. See back 
cover to order.eo 
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1993 AGA TOURNAMENT AND EVENT CALENDAR 


EVENT 


U. of Chicago Spring Open 
Chicago, IL 


DATE 
4/24 


4/24-25 


5/1-2 


5/12-17 


§/22-23 


5/29-30 


5/29-30 


5/29-30 


6/5 


6/19-20 


6/26-27 


8/7-15 


Houston Spring Tournament 
Houston, TX 


Rocky Mountain Open 
Colorado Springs, CO (AGTC Event) 


Cleveland Go Workshop 
Cleveland, OH 


Quebec Open 
Montreal, Quebec, Canad 


Dallas Open 
Dallas, TX (AGTC Event) 


Maryland Open 
Baltimore, MD (AGTC Event) 


Japanese Garden Tournament 
Portland, OR 


The U. of Chicago Go Club Tourn 
Chicago, IL 

Nobel Carlson Memorial Tournament 
Cleveland OH (AGTC Event) 


The Cotsen Open 
Los Angeles, CA (AGTC Event) 


9TH US GO CONGRESS 
South Hadley, MA 


CONTACT 


Jerry Fusselman 
(312) 332-5670 


Andy Kochis 
(713) 486-5459 


Won Paik 
(313) 470-1726 


Jujo Jiang, pro 9-Dan 
(415) 681-9172 


Andre Labelle 
(514) 388-0436 


Bob Felice 
(214) 530-1456 


Keith Arnold 
(410) 788-3520 


Jean DeMaiffe 
(503) 629-8308 


Bob Barber 
(312) 804-1612 


Harold Lloyd 
(216) 932-7177 


_ James Chen 


(818) 281-6916 


Micah Feldman 
(413) 783-3282 


GET LISTED! Call in your tournament to: 


Chris Garlock (716) 271-4004 


*NOTE: Computer programs are barred from participating in AGA tournaments unless otherwise specified: 
If this informaton concems you please double-check with the Tournament Director prior to registration. 
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1992 NORTH AMERICAN FUJITSU 


The Sixth North American Fujitsu Elimination Tournament was held at 
the Lexington Hotel in midtown Manhattan on November 21-23, 1992. One of 
only two invitational tournaments in the US (the other is the Ing Cup at the Go 
Congress), the Fujitsu is a Swiss-style event featuring the top sixteen North 
American players, including the top five finishers from the previous year and 
other players selected by Canada, Mexico and the three AGA regions. The 
winner joins the field of the Fujitsu Cup, playing in a field with top pros for 
prizes of up to $200,000. 

The North American Fujitsu is generously sponsored by Fujitsu Limited of 
Japan, which pays for transportation, lodging and an impressive banquet for 
players and guests, as well as providing prizes. This year’s tournament was 
directed by New York Go Institute President Michael Simon. Other AGA 
chapters are welcome to apply to host this prestigious event, held every 
November. 

For the second year in a row Michael Redmond won the event, in a game 
shown beginning on the next page. Dae Yol Kim, this year’s Ing Cup winner, 
started strong with wins against Janice Kim and James Kerwin, then fell to 
Jimmy Cha and lost again to Ned Phipps, who has been doing extremely well 
lately. Yuan Zhou, a high school student from Baltimore, also scored two wins 
and two losses in his first outing. 


1992 FUJITSU SCOREBOARD 


NAME 1 2 3 4 # STATUS/HOME 
Michael Redmond (Ist) 9 7 6 2 _ Seed/Tokyo 
Jimmy Cha (2nd) 10 8 12 (1) Seed/Los Angeles 
James Kerwin 11 (12) (8) 9 Seed/Minneapolis 
Janice Kim (4th) (12) 11 9 13  Special/New York 
Zhi Li Peng (13) 14 10 (8) Seed/New York 
Ned Phipps (3rd) 144 13 (1) 12 Seed/San Francisco 
Soo Il Kim 15 (1) (43) 10 US West/Los Angeles 
Woo Jin Kim (5th) 16 (2) 3 5 US West/Los Angeles 
Michael Zeng (1) 15 (4 (3) US Central/Santa Fe 
Sungwha Hong (2) 16 (5) (7) Canada/Vancouver 
Jung Ho Lim (3) (4) 15 14 US Central/Salt Lake City 
Yuan Zhou (5) (6) 7 (4) US East/Maryland 
Dae Yol Kim 4 3 (2) (6) US East/New York 
Chen-Chang Liu (6) (5) 16 (11) Special/San Francisco 
John Yoon (7) (9) (11) 16 Canada/Toronto 
Ricardo Quintero (8) (10) (14) (15) Mexico/Mexico City 


NOTE: Parentheses indicate a loss 


# 
1 
2 
3 
4 
5 
6 
7 
8 
9 
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THE FINAL MATCH 


White: Jimmy Cha 4-Dan 
Black: Michael Redmond 7-Dan 


played November 23, 1992—New York City 
comments by Michael Redmond 


Black 11: Pre- 
viously, I’ve played a, 


which is similar to 11. 
I considered b, which 
starts a fight as in 


Diagram 1. 


White 12: If I were wae 
White, I would have 


played at 14. 12 is 


playable, though. 


White 14: I was ex- 


pecting 20. 14 is un- 


usual. Usually White 


would answer the 


pincer at 13. 


Black 15: Since 


86 att testt oy 
4 ® 10 
+ 
(04—- | (4) 
| 
rrr? 
t b 
+ ® 
T 0) | 
@) 


White ignored the 


pincer at 13, I thought 


1 


it was fighting spirit 
to play another move 
attacking 12. 

White 18: I expected 
White to come into the 
corner at 19 instead. 

White 20: Jimmy 
thought he should have 
played at b. 


YOUR BEST MOVE 
THIS YEAR: 


THE US GO 


CONGRESS 
See ad p. 21 
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Game Record 1: 1-20 


dyes ettette 
Ss, 4) 
5 
[ im 
o— > . a 
O 
T +— 
(>) > | ¢ 
VV 
e 
Diagram 1 
1 WINTER 1993 


Black 23: If 23 were 


played at a, there 


would be a connection 
possibility under- 


neath, and White 


would be able to get 
better eye shape in the 
lower corner. 


Diagram 2 


White 30: White can’t 


cut at 31 because of the 
sequence in Diagram 2. 

White 34: Playing at 
87 is better, leading to the sequence in Diagram 3. 

Black 41: If I had played at 48 instead of 51, White 
wouldn’t have been able to force me from the center 
and get a thick outside position. 

Black 43: I thought I could cleanly cut off 24 with 
43. I was wrong. 

Black 45: This is forcing only before White connects 
underneath. Later it works well with a threat at b. 

White 52: Makes Black thick. A play at 53 is better. 

White 54: White should leave the center area and 
play at 58. 

White 58: All of Black’s problems started here. A 
response at 61 is necessary. 

White 64: The variation in Diagram 4 is dead. 
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Diagram 4 
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75,97, CHEE 
S Wee a tot 
C Cees: at ig Ral 
| © " Q BL ne 4 De 
BO Berk fe 
Sit eRe teean Se le0l® 
Ne SUN tet IER CS 
12Q)—-@ Haase Ce) i6 
GOO" oee, FOOOT+O 
ips 14 (D-H C) 
+ f® a pas, oh Semon 
Ths O2GoSedee Fo. 
uO, am D4) 
7 SP eCeeO Ll eeoe 
Diagram 5 GG 4 DOO 
Black 97: The se- Game Record 3: 101-200 (200@23) 


quence in Diagram 5 
doesn’t work for 
White, but I didn’t like this shape. 
Moves after 200 omitted. Black wins by 12 points.eo 


AU LAGLS 
PaFENGE 


NUMBER 1 : 13 WINTER 1993 


LIFE IN AMATEUR B LEAGUE 


by Michael J. Simon 


Every go player knows the feeling of playing over pro games and not 
comprehending the moves. But the recent Fujitsu tournament of the top 
sixteen US citizens held at the New York Marriott East Side was an oppor- 
tunity for me to try to watch at least four or five high-level games simul- 
taneously, and to have that feeling of non-comprehension in Dolby 
four-track. I’d be watching a game and think of my next move if I were to 
play. The move would be played, somewhere else of course. I would then 
go back and look at the responses to my move and usually manage to figure 
out that my move, if it didn’t lose points in gote, was in the wrong direction, 
in the wrong strategic area of the board and didn’t threaten anything. 


Fine. This time I’d do better. There. That move is sente, isn’t it? It 
threatens to kill that group, doesn’t it? It gains a point or two and it 
threatens this nifty combination over there. Well? You guessed it. She 
played somewhere else. 


One pro once analyzed go this way. A typical game gives each player 
about 60 points of territory, 120 all together. 361 points on the board minus 
120 leaves 241 moves, 120 per player. If you make 60 points in 120 moves, 
that’s two points per move on average. One should play slowly and 
thickly. 


I don’t mean to say I never guessed what happened next, but I must 
have been wrong about half the time and would have played inaccurately 
50 times out of my 120. If I lost 1 point per mistake, I would lose by 50 
points. It would be a game at five or six stones handicap. Will I ever be 
6-dan? 

Some people are just quicker at the tactical stuff, too, the reading. In 
particular Jimmy Cha would get up from his seat, wander over to a game 
just finished, watcha few moves of the post-mortem, and usually find some 
improvement in the play, apparently without effort. Actually, the various 
players’ styles in post-mortem analysis were themselves fascinating. Some 
would insist that their suggestion was fabulous. Others would know 


which move they didn’t like but were slow to offer suggestions of what to 
do. 


And of course these weren’t ordinary 6-dans. Some of our 6-dans can 
give others two or even three stones. The strongest of them are rated higher 
than 700. The depth of their tactical reading is great. The depth of mine 
usually decreases proportionally with the force with which I slap the stone 
down. 


Some similar lessons can be gained by watching Asian television go 
programs, where players compete for rather hefty prizes with simul- 
taneous commentary by two other pros. Even if you don’t understand the 
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language, the variations suggested by the commentators are illuminating. 
Of course, one’s relatives can only watch in horror; these shows are really 
deadly to those not interested in go. Anyway, I like them. 


The intensity of this particular Fujitsu stood in marked contrast to most 
other tournaments, where most of the games are “friendly.” We had 
cobbled together eight beautiful sets, two inch boards. The top two boards 
were kaya, with shell and slate stones. The hotel room was spacious and 
quiet, with tea water on tap. The sixteen players felt it was important, that 
someone had cared enough about them to arrange for their concentration. 
So they concentrated. They all worked really hard, moaning inwardly, 
faces tense with determination. They even relaxed intently. 


It was like boxers or fighters who had been trained extensively, studying 
moves, practicing, conditioning themselves physically, finally getting in 
the ring and discovering that they had to beat the stuffing out of each other, 
and settling down to do this with fierce intensity. Only go at this level is 
more like two fighters strangling each other. For four hours. 


And that was partly why their moves were difficult to follow. The play 
was trappy. Stones were offered as gambits. The play was aggressive, with 
each player pushing as far as possible. Most of the play was correct. All of 
it was powerful, even frightening. My usual inner dialogue was, You mean 
he can get away with that? My God. She ignored him? Was that an overplay? 
Isn't this just dead? Yaaaahhhh! 


The point, I suppose, is that it is hard to become better than the strongest 
people around to play with, and hard to even become that strong. Since I 
believe that the stronger one is, the more one enjoys the game, I think that 
it will be hard to make go catch on in this country until the general level of 
play improves, until our amateur tournaments have prizes we really want 
to win, until our strongest players are among the strongest in the world, 


until we have a professional system of 
our own, complete with sponsored S p E Cc | A L S A L E 
BACK ISSUES 


tournaments. We need people to 
watch, to aspire to. Of course, we all 

The American Go Journal 
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emulate Takemiya, Kobayashi, 
Michael Redmond and Rui Nai Wei 
(the world’s only woman 9-dan), but 
American o needs a home and a salary 
for the hunters. They don’t even have 
to teach so much. They have to inspire 
us. 


Send SASE for more detailed 
listing: 


Ionce watched Rin Kai Hogivetwo| AGA 
of the strongest amateurs in New York] pO BOX 397 
three stones and win both games. He] O91 p CHELSEA STATION 


is probably at least 1000 or 1100 on our 


scale. Let’s set our sights high. NEW PORS Per Ions 
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This game between 
Janice Kim and Michael 
Zeng illustrates the 
general quality of play 
at the Fujitsu. Black’s 
attachment at 31 was an 


White: Janice Kim, pro 1-dan 
Black: Michael Zeng, amateur 6-dan 
Sixth Fujitsu North American Playoff 

November 22, 1992, New York City 


overplay which 


resulted in his losing [ 


three stones on the out- 
side. After the cut at 


eS 
SS 
SE 
JOO® 


44, White is fairly thick, 


but takes pains with 
64-66 and 70-76 to in- 


He 


sure a really impres- 
sive thickness. At this 


QE 


am 
re 
oe 


2G 

er 
> 
x2 


point, White is probab- 
ly 5 points ahead on the 
board, what pros con- 


sider a won game. The 


problem we amateurs 


have is what to do with 


this thickness. 


In answer to 77, al- 


I 98)(10 


94 | 


though simply taking 
the corner as in 
Diagram 1 is good 
enough, White again 
chooses thickness, sacrific- 
ing two stones to come out 
on the outside. 86 at a 
would also be interesting. 
White comes out with 
sente after 93 and has to 
decide whether simply to 
block with 94 at 99. 


Since Black can be 
happy with the result of 
the fight in the lower left, 
Mr. Zeng continued to 
play fiercely. Black 135 
threatened to make center 
territory, as any move in 
that area would be sente 
against the White group in 
the lower left. White 136 


Game Record | (1-100) 


j__| 
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foiled that plan, but 


after the good moves of See Log 
141, 153, and 157, the OOOOOSE 
game was very close. Te 
Both players started to ise f 
worry about territory. OOO: 

Black 169 should 014 
connect. Territorially, [7 Oe 4+. 
Black gains nothing OOO 
from taking three 


stones, as the sequence eo s © 
from 170 reduces 
Black’s left side and 
White gets thick. White 
184 cuts off the top 
group, setting the stage 
for the final dramatic 
fight. @4 


BO 
oO 
oo C) 


Black 187: White Game Record 2 (101-199), 98 @ 90 
had counted this area as 


hers, but Black forces White to prove it. The game is so close that Ms. Kim 
cannot yield; she must get something for the top right corner. If she has to 
take off the four stones, White will lose. White 188 is a brilliant response. 
Black cannot connect at 192 or the resulting seki will cost him 7 points and 
the game. The swap is perhaps 5 points better for White, compensating for 


the top right corner, so eo @C )--C) 
when te turns to} 56060006 
the end £202, sh + eH wy ee * 
eee ceca “east Oe ey 
is still ahead. pe aL 4 
At 135, 141, 173, and L@eCe¢ 
187, Mr. Zeng played @ 2, X089- 
with great energy and gh as 
daring, and each time re" 
demanding an exact ae CO) 
and courageous 405 
response. Ms. Kim O 
found this game typical ad 
of this year’s hard- ©: @-¢ 
fought Fujitsu.eo 60061 6--6 
6258 
Moves after 222 ping 
omitted: White wins Dd 


Game Record 3: 200-222 
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THE 1992 AMATEUR PAIRS TOURNAMENT 


by Janice Kim 


The scene is a banquet room of a Tokyo business hotel, where I am as 
the guest official for the Amateur Pairs Tournament. An enormous tour- 
nament ladder hangs forty feet high on the far wall, with pairs of names in 
Japanese and English word-processed vertically on each card. Below, 256 
men and 256 women sit in pairs at lovely 2" go boards, pondering. Down 
the hall in another banquet room, another 200 pairs play in the lower 
section. Downstairs in the coffee shop, various visitors and spectators 
sample the peculiar noodle dishes in the salad bar. Next door, two very 
large families are roaring drunk at a wedding. It’s the The 1992 Amateur 
Pairs Tournament, sponsored by 15 Japanese corporations and a women’s 
group with the transplanted English name, “La-la-la”. 


The atmosphere is both serious and festive. Everybody dressed rather 
well, if self-consciously, perhaps in order to win the prize for Best-Dressed 
Couple. The banquets each evening, with wall-to-wall sushi and cocktails, 
although cheery, feature rather long speeches more suited to political 
rallies, but everyone chats right through them, wolfing delicacies from the 
silver salvers and mangling the grammar of seven languages. For 24 pairs 
are from abroad: Matthew MacFayden and Kirsty Healey of England, who 
won Best-Dressed, Ivan Detkov and Irina Danilchenko of Russia, Thomas 
Hsiang and Judy Schwabe from the U.S.A., Young Chaye and Orah Castello 
of Vancouver, and many others. Greatly outnumbered, all the foreign 
teams fell to Japanese pairs, but everyone won something in the final raffle. 


Basically, La-la-la raised a lot of money and threw a party. There were 
simultaneous games with O Meien, Yoda, and Omori during the day and 
a tour for the contestants on the day off. There was no sign of the current 
Japanese economic weakness in the setting or the food, I can tell you. A 
staff of 40 with walkie-talkie headsets scuttles about arranging for the 
players’ comfort, even in the casual games playing rooms upstairs and 
down. The ever-present coffee pots and tea warmers mask my horrible jet 
lag while I wonder for the thousandth time if my watch could be right. The 
singer with the number one song in Japan did karaoke, Shusaku Endo, a 
famous novelist, spoke, and Kobayashi Koichi commented on the final 
game. 


Naturally, there are some sexist scenes, some funny and some not. The 
quiet murmur of the tournament room was split one night by a lady 
shrieking “Ahh! Gomen!” (Excuse me!) when she made a mistake. Most 
of the losses were attributed to the ladies while the winning teams were 
easily identified by the confident smiles of the men. 


The funniest line of the tournament was overheard between rounds. 
During one of those strange quiet moments in a large crowd, a thick British 
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accent declaimed, “Isn’t that the chap who drew those nasty posters?” 
Indeed, one of the judges for the best-dressed couple had drawn colorful 
posters for the event depicting svelte blondes in revealing outfits playing 
go. Overall, the funniest part of the spectacle concerned methods of hitting 
the clock. Since the clock in pair go is on the side of the man, the woman 
can not easily reach it. Some ladies had a habit of giving their partners the 
elbow after moving to remind him to punch the clock. Some would reach 
across their partner and the board to hit it themselves. Others would just 
sit, nervously looking around. But all in all, it was evident that everyone 
was having a ball. 


Hsiang and Schwabe won the right to play for the US by winning the 
selection tournament including a field of over fifty players at last year’s 
Congress. A selection tournament will be held at this year’s Congress as 
well. They were knocked out in the second round. 


I would like to recommend pairs go to Americans as a wonderful way 
for women to become more involved in go. Although go is popular among 
women in Asia, and their strengths can equal or surpass their partners’, this 
is clearly not the case in America or Europe. (Women, unite!) Since all of 
the costs are covered by La-la-la, and in pairs go, victory often goes not to 
the highest ranked players, but to the most coordinated team, it’s a great 
chance for everybody to have the go vacation of a lifetime.eo 


general view of the tournament 


NUMBER 1 19 WINTER 1993 


THREE GO PROBLEMS 
by Ye-hui Wang, pro 5-Dan (China) 
from The World of Wei-Chi May 1992 
translated by Steven Lo 
Problem 1: Opening (Black To Play): White has just played the marked 
stone. What is Black’s best reply? 
Problem 2: 13x13 


Endgame (Black To ims | 


Play): The endgame is 


all about borders and Nas } | As LO 
corners. If you pay at- t C--@ te 
giha 
[ 


tention to the life and 
death aspects, you 


should find the best aii e 
endgame move le 
without difficulty. | 

Problem 3: Life Dp bli | i 
And Death (Black To | 
Play): What do you |_| rf 


make of this situation? 


(Answers p. 36) + i + 
; ore © 
Ens 


Problem 1 


Problem 2 Problem 3 
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THE NINTH US GO CONGRESS 


August 7-15, 1993 
Mount Holyoke College 
South Hadley, MA 


Come this summer to the premiere event of the 
North American go playing world this summer. 
Seasoned professional players will offer 
simultaneous games, lectures, and individual 
teaching sessions. The US Open promises to have 
the largest field of players ever. The Ing Cup 
with its rich prizes will be hotly contested. Bruce 
Wileox will present his popular Instant Go lec- 
tures. Lightning, handicap and small- 
board tournaments will be featured with a 
variety of strange and wonderful go activites. Ex- 
citing trips and additional tournaments are 
planned for the traditional day off on Wednesday. 


Come to the biggest, best Go Congress ever. After 
July 15, lodging and meal plans cannot be guaran- 
teed, and single room accommodations may be 
limited, so register early! 


INFORMATION 


Micah Feldman 

24 Pearl Lane 
Springfield, MA 01129 
(413) 783-3282 
REGISTRATION 
Robert McGuigan 

o1 Liberty St. 


Northampton, MA 01060 
(413) 586-6255 
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MASTERPIECES OF HANDICAP GO 


Commentary by Kobayashi Koichi 9-Dan from Kobayashi Ryu Hissho 
Oki Go (San Shi Kyoku) by Kobayashi Koichi and Nakayama Noriyuki. 
Translated by Robert McGuigan 

White: Murase Shuho, 7-Dan 
3 Stones: Hayashi Shuei, 2-Dan 


Two Giants of the Meiji Era 


Murase Shuho was the strongest player in Japan in the period after 
the death of Shusaku and was himself one of the greatest go players in 
history. He was perhaps the first great player to take an interest in 
spreading go outside Japan, teaching Oscar Korschelt and providing 
material for the books of Korschelt and Smith, which were the only books 
available to Westerners for decades. 

Shuei was later to become Shuei Honinbo, Meijin among Meijins. 
Born in 1852, he was the second son of the great Honinbo Shuwa. His is 
a majestic style of play as would be expected from the son of go nobility. 
This game was played on February 9, 1866, when the winds of change 
heralded the end of the Tokugawa Shogunate. 


Game Record 1 (1-22) 


The moves through 
Black 12 are a joseki 
that is played even now 
with the one-space pin- 
cer. Black opens hos- 
tilities with an 
imposing headstart on 
attacking. + 


BLACK SEES 
THROUGH A TRAP 
White 13 is Shuho’s 
special plan. For this 
move, Wa-Bb-W13 
would be the usual | nd 
thing, but it is not clear [| | 
whether this is good or [| | 
bad. With Black 22, at 
first glance you would 
want to descend at 
Black 1 in Diagram 1, but White has the good move of 2 here. Shuei saw 
this and connected at 22. 


Ls) 


> 


(ey) 


ee Cee (ieee ee 


Game Record 1 (1-22) 
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A BRACING ADVANCE After blocking Black’s way with White 27, 
turning at 29 is a tesuji. 
If White simply plays 
27 at 29, Black will 
calmly play a one- 
space jump to 27. 
White 27 blocked 
Black’s way so he had 
to detour with 28 and 
30. Getting to do this 
and also turning at 29 
is the result of playing 
White 27 first. If White 
plays 29 instead of 27 
then Black will calmly 
jump out at 27. 


Black forced with 
32 and then jumped to 
34. For his part, White 
attacked Black’s shape 
with 35 and 37. Black Game Record 2 (23-59) 
36 was necessary. If 
Black plays tenuki here, then Black is cut in two 
by Wa-Bb-W38. 

With the extension of White 39, the fight 
spreads into the center. 


WHITE’S SURPRISE ATTACK White 41 
merits a nod of approval. If, instead, White 
plays the ordinary move of White c, followed 
by B42-Wa-Be, it is clear that nothing very good Diagram 1 

will come to life. For White 41, if possible, one would want to play hane at 
42-Bf-Wg, but there has not been enough preparation. White was aiming 
to play hane at 42 after attaching at 41, but Shuei 2-Dan was aware of this 
and played 42 himself, a fine move that really feels good. White 43 is Shuho 
sensei’s counterattack. Instead of this, if White bends around at h, it isn’t 
interesting after Black’s counter hane at 1. 


WHITE EATS INTO THE UPPER SIDE 
From Black 44 through White 59, both sides’ 
play is exemplary. Black is a little worried 
about the stones in the middle of the upper 
side, so this comes first. White 51 is right for 
this situation. If White plays 1 of Diagram 2, 
in this game Black will counterattack with 6. 
White is taking a big risk this way. After 
White 59, both sides can take a breath. 
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Game Record 3 


BLACK TAKES 
DRASTIC STEPS 
Black played hane at 
62, showing great 
determination. 
Probably Black 60 
was preparation for 
this. Against White 
63, Black 64 and 66 
enter into a large ex- 
change. The result, 
up through White 73, 
is that both players’ 
moyos have become 
clearly defined. Fora 
handicap game, this me Record 3 (60-110): 109 connects 

is a great success for 

Black. When the position becomes easy to understand like this, it is difficult 
for White to do anything. 


If Black connects at 65 with 64, then White will extend at 93, leading to 
a careful, slowly paced game. White will prefer this to what happened in 
the actual game. 


A BIG ADVANTAGE FOR BLACK The game has become very ad- 
vantageous for Black. Black played forcing moves with 74 through 78 and 
then extended at 80. This Black 80 seems a little heavy. The reason is that 
after a White invasion at 95, with White’s massive thickness looming over 
them, these stones may come under attack. Instead of 80, if Black extends 
lightly to a, then there would not be much for Shuho to take advantage of. 


The attach and extend joseki of Black 82 and 84 shows good sense. Since 
White is strong on the left side, this is a place for Black to play solidly and 
take territory. Any sort of pincer, Black b for example, would be a mistake. 
AN EASY WIN FOR BLACK? White 91 is natural. If White followed 
joseki, he would connect at c, followed by B104-W105-B91. You don’t have 
to be Kajiwara sensei to declare the game over after that. 


White 93 is also an extremely good point. If instead Black were to play 
here, the difference would be immense. Of course, White 93 anticipates the 
invasion at 95. Playing time after time in places that trouble his opponent, 
preventing him from settling the game, is typical of Shuho’s art. However, 
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with the moves from 92 through 110, Black does not back away even one 
step. oa 


After 110, at first @ O OOO 
reer: seems that vy wo 9 c OOLOM 
. wo os Bae. 
Black has an enjoyable ©) ROS ee, +4 ee, af 
win with a large dif? HO-7—-KO OO 61) 
ference in oe in <3 000080000 ) 
prospect. OO OOo > 
Camanatobid ae a 3 ~Soces 
ame Recor 89 80 72 
AN EXCITING 59 ‘ou | IOEIG © 
COUNTERATTACK a7 E @ 58 ye 4 
With 111, White begins sacl ak ne Bs vs 
The pushing moves of }CGOGSOODIIGHDA 
White 117 through 121 OOO PHISOOODCGBHOOC 
calofSeuho's, FQOO+1OOO2O9O0GO0- 
seem typical of Shuho’s O01 O80000 re 
masterly style. How OR. ie O40 
long can Black allow | 2 ae 83 OE 1 DIG 
White to push? 676360 EY 


Though there is the Game Record 4 (111-198): 144@139; 192@149 


danger of W50-B49-W51 Black resisted at 122, beginning a hand-to-hand 
struggle. Shuei’s reading was correct. Probably his true strength had 
advanced some time before this game. The moves Black 126 through 134 
are straightforward to read out. When Black plays 134, White has three 
liberties. How can Shuho sensei make shape here? 


WHITE TRIES FIERCELY TO CATCH UP After the throw-in of White 
139, 141 is a tesuji. With these moves, White saves the three stones in the 
middle of the lower side in sente. If, instead of 141, White tried something 
like 145, Black would descend at 141. 141 is the vital point for both Black 
and White. 


After connecting underneath with White 149 through 153, White turned 
to the largest of the big points at 159. Though it is certainly a countable 
game, the general trend has been decided by now. 


BLACK WINS BY 10 POINTS The moves up through Black 198 were 
all that were preserved in the game record, but we do get a chance to see 
how the players handled most of the endgame. 


Though the final result was a win for Black by ten points, and ten points 
might seem a large difference in score, the descent of Black 166 was a 
12-point move, so just one slip could result in an upset. 


Shuho was highly appreciative of Shuei’s ability. He said, “Now Iam 
afraid of no go opponent. As for Shuei, who now takes two stones from 
me, I am afraid of the future Shuei.” Unfortunately, Shuho died at the age 
of 49 in 1886.00 
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DAE YOL KIM: Portrait Of A Champion 
by Michael Simon 


Born in Seoul in 1961, Dae Yo] Kim learned go at age 15 and 18 months 
later was 6D. A well-known amateur player in Korea, he has played such 
famous professionals as Suh Bong-soo, Lee Chang-ho, Yu Chang-hyuk and 
Jeung Soo-hyun. He used to write for Paduk, the Korean go magazine, and 
for New York’s Korea Times about the New York and American scene, and 
won second place in 


the 1981 Korea Col- |_| | L_| 60a | 
lege Tournament. 68 @ | 59 | 9\20)30 
After completing two 4) 2y68)68 8 
years at Hanyang 66)-60\70)-+-62 | | g 
University, he came to 62) | ZN 79%8 119 Ly 31) 
the U.S. in 1986 with 78) GG 0486 

his family, who owna DGB 74)64)O0O2E 

grocery. He is mar- BE 7IEPEDEDE : tH 
ried and has two 34 | 


children. 

Dae Yol won the 
Eastern Champion- 
ship in 1987 and again 
in 1991, and this year 
he won the Ing Cup at 
the US Go Congress in 
Oregon. In this year’s 
Fujitsu he scored two 
upsets against profes- Game Record (1-100) 
sional opponents. 

Dae Yol helped to start the current incarnation of the New York Go Club 
and was its manager in 1988-89. Perhaps that is why he is a willing teacher 
and player of handicap games; his humorous sayings are well-known at 
the New York Go Institute. When he was manager, one day he received 
a carton of Smartfood, a popcorn snack. He kept it in the back, saying, 
“Maybe, if no-good situation, you can eat some...” 

Dae Yol would like to see more large, sponsored tournaments in 
America. He thinks that would encourage players more than anything else. 

The game shown here is from the 1991 Easterns. Dae Yol was White 
against Kim Suk-hwan 6D. Move 14 could be thicker at 15, but Dae Yol was 
quoting a game by Suh Bong-soo played a month before. 

While Black could simply draw back with 37 at 38, his 39 should 
certainly have been at 40. Before peeping with 44, White could have played 
conveniently at 49. Dae Yol said he was saving 49, but in the game, he never 
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OTe 


, L 7 £ . 

Diagram 1 |_| e 
58 at 61 also () 
Y 


got to play it. 
works, but Dae Yol read out the r C) © 
nifty sequence in Diagram 1 
and concluded that he could C ® 
play elsewhere. 
65 is the losing move. 1 in © 
Diagram 2 is better, or simply Diagram 2 
Black 7 without the 1-6 exchan- 
ges. After losing his center group, Black resigned.eo 


AGA READING LIST 


The following documents are available from AGA, Box 
397, Old Chelsea Station, New York, NY 10113 Free to 
members unless otherwise specified. 


What Is The Game Of Go?—Our standard responses to the many 
inquiries we receive 


Club List—Updated yearly 
Membership List ($1)—Updated every two years 
Resource List—Annotated bibliography of Ishi Press books; sources 


for equipment, software, etc. 


Inside The AGA Rating System—by the author 


Common Questions About the AGA Rating System—Further dis- 
cussion of rating issues 


AGA Tournament Guide ($5)—Pairing systems and how they work, 
etc. 


How To Organize A Go Club—Practical suggestions for finding and 
organizing other players in your area 


The Way To Go ($1)—Simply explained for the complete beginner 


AGA Simplified Rules Of Go—Adopied last year for a three year 
trial period 
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HOW TO CHOOSE JOSEKI 
Part 2 


by Yi-lun Yang, in collaboration with Phil Straus 


In this excerpt from an upcoming book, you'll learn about 
some joseki (opening sequences) starting with the high kakari 
(approach move) and the two-space pincer. 


In josekis, some moves are dictated by the local situation — 
“Play here to avoid collapse.” Others have more global 
considerations — “Thickness will be wasted here; you need 
territory.” The problems in this article address the global 
issues by presenting two fusekis (full-board openings) for each 
joseki choice. In each situation, one of the choices is ideal. 
Learn the joseki by learning their purposes, not just their moves. 


If there are any joseki choices you would like to see explained 
in future AGJournal articles or in the book, or if you have 
comments on these problems, contact either Yi-lun Yang or 
Phil Straus. 


Problems 1.1 and 1.2 Black to play: One-space extension to 4, 
or two-space extension to b? 


rT rer a TTT] TTT 
rT TTT TTT tt fy |_| Bar Ez Hae 
Ser Sees |_| Eb |_| Lett 
EBL ARERR 4 aR BAR 
ry TTT TTT tt tl aan Ean ERae 
Tritt tTiTry try yy yy yy EEE r | yt 
BUREEREREREERR ESE ERs Pe 
rFtTLTTiTrTyT try yt yy tt Ty Ean Eee 
ER EERE BEER Ean el | 
rT TT Try yy yyy yt TT Sa BRSSE 
rei TTT TTT TTT tit at _ | Tl lel tl 
a eee a BRe BAne 
CORBET ee ae 4 Ean ERED 
RRS SSe Ce ela 
BERRERERABEREL ALE army Bane 
tot ttt ater Eh Pine 
BRL ARBRE REE Lane hae h4anm 
TECETTLTPTirCitt yt {it ft ot Lt Ty Ck ats 
Problem 1.1 Problem 1.2 
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Cut on the outside 


Problems 2.1 and 2.2 White to play: 
with a, or cut on the inside with b? 


Problem 2.2 


Problem 2.1 


a, 


Problems 3.1 and 3.2 White to play: Extend at 


or hane at b? 


Gk dese eseee ee 
a Sl | Jee [ea sae J 
OP 
Bee SSeS eee 
Pie ore 
- To ae 
PTT TTT Tit te eet i | 


Problem 3.2 


Problem 3.1 
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ANSWER 1.1 


Black 1 is a reasonable move 
in this case. Black makes a 


stable shape on the lower 
side which will be good for 


The one-space extension 
makes a solid shape 
threatening White later. 


White could also play 4 at A. 


The two-space extension 
creates a thin shape. 
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ANSWER 1.2 


= - nN WY 
2% e47428 
6 e228 oe 
=a & 4 Boa wn 
ae ~SBcM OOD 
g& 6 ow wy o& 
Yo, Sst SS o 
me Ya a} > 
95S ~~ HZosg 
yous fe as 
eu 5 02% Og 
ag ic} eh, Gla: Batic 
ons Beaogds 
ov 8 amas n & 
ese Ve Lvpntied 
Sag Sov aed 9 
SSe S32 gise 
Bes Hectic Ses 


po VvVeH VUE 
SeEaY*EE 
B57 2-6 
eean&d 
og 
= oe QO 
§2> 550 
re sY%™snS;,: 
a Ee} vw 
© Feas 
ao es ca 
Sy SVR A wy 
norvoezug 
=“ Soge & a 
- aT ons 
xy .voeseZ 
Sou snus 
a ea | 
mana as Oo 


The two-space extension is 
good for development on 


the lower side. 
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ANSWER 2.1 


JER RESER=S 
BSReaet Aw 
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When this joseki ends with 
5, White's secure territory is 
Black has a severe ladder- 
breaker at LB. In addition, 
side thickness. 


Cutting on the outside is 
good for territory. 

White 1 is the correct 
choice in this situation. 
worth more than Black's 
thickness. 

Cutting on the inside is 
not good for territory. 

This White 1 would please 
Black, since after White 
captures one stone with 5, 
White's L stone is too low 
to work well with the top 
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ANSWER 2.2 
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ANSWER 3.1 [a] 


The extension is good for 
defense. 


White 1 is a natural move 
when the ladder (after 
White 5) is favorable for 
White. 


1 


When White kills the 
cutting stone with 5 and 7, 
Black's A stone is too close 
to a strong shape. Also, 
Black has a very low 
position on the left side. It's 
very difficult to develop on 
a large scale from a low 
position. 


The hane is not good for 
defense. 


White 1 is a key point of 
this shape (hane at the head 
of two stones), but the fight 
will be difficult for White. 
Black will get help from A. 
After White 5, Black can 
start a fight with either A or 
B. 


THE AMERICAN GO JOURNAL 34 VOLUME 27 


ANSWER 3.2 


The extension is not good 


for the left side. 


+ 
x 


White 1 is OK when the 
ladder works for White. 
However, the result after 
Black 8 does not fully use 
the value of the lower side 


White has 


damaged his development 
possibilities on the left side. 


star point. 


s A stone is 


Black' 
strengthened by the low 


strong stone at L. 


Also, 
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SOLUTIONS to Three Go Problems (from p. 20) 


OPENING PROBLEM (BLACK TO PLAY) 


Actual Game: After Black 1 White 2, Black extends to 3. Black loses the 
opportunity of playing at a to strengthen the four black stones to the left. 
Black failed. 


Correct Solution: Black should play a knight’s move at 1 and then extend 
to 3 after White 2. This reinforces the black stones along the upper border 
and preserves the potential move at a. Hence the proper response. 


Too 
. 


Actual Game Correct Solution 


“STRONGEST GO PLAYING PROGRAM IN THE WORLD” 
1992 Computer Go World Champion 


GO INTELLECT ($89) 


To order—send check or money order, payable to Ken Chen, for $89 plus 
shipping and handling charge $3 (NC residents add 6% sales tax) to: 


Dr. Ken Chen 
4684 Snow Dr. 
Harrisburg, NC 28075 


Mac version only (requires 2M of RAM) 


(Advertisement) 
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13 xX 13 END GAME PROBLEM (BLACK TO PLAY): 


Failure Diagram: 


Upper Left Corner: The 
common sense move of Black 1 
is not appropriate here. It 
leaves White with the sente 
hane at 16. 


“~ 


Upper Right Corner: Black 
9 isa mistake, giving White the 
chance of the sente hane at 20. 
After continuing to move 25, 
Black loses by four points. 


dae 


BL lng 
SOOOHOO 
SOOT TOSS 


Correct Solution: 


SOT Eas 
Upper left Corner: Black's ul | | ah 
hane at 1 to test White’s reply is 3 6) 547 
an excellent yose move. After Failure Diagram 


White 2, Black 3 is a smart yose 
move relative to Black 1. (If 
White stops Black 1 at 4, then 
Black 3 will hane at 7). 


Upper Right Corner: Black 
5 is preparation fora hane at 6, 
forcing White to defend there. 


HE 
8: 
O®@ 


Lower Left Corner: Now 
Black’s move at 13 is proper. 
Next, White 14 and 15 have the 
same value and 15 and 18 are 
miai. In this way, Black and 
White are tied. 


Reference Diagram 1: In 
the Solution Diagram, If 
White 4 tenukies, Black 
can play 1 and 3 like this; 
White dies! 


Reference Diagram 2: 
In the solution diagram, 
if White uses 6 to atari 
B5 and then tenukies, 
Black can hane at 5 and 
nobi at 7. The corner 
will result in seki! 


gman 5 Ll 

PS 2 Caaiee? @ 
b << cus 4 
« Pa nl 


Reference Diag. 1 Reference Diag. 2 
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LIFE AND DEATH PROBLEM (BLACK TO PLAY): 


[et 
Solution Diag. Reference Diag. Failure Diag.1 Failure Diag. 2 


Solution Diagram: Black 1 is the vital point. White naturally connects. 
Black 3 is a smart move. White can only play ko by the snap-back move of 
4. 

Reference Diagram: After Black 1, White could answer with 2. The end 
result is still a ko, but not as intriguing as the solution. 

Failure Diagrams 1 & 2: Both failed to take the vital point and allowed 
White to live.eo 


JOIN THE AGA HONOR ROLL! (See p.40) 


Sustainers, Sponsors and Institutional Sponsors have made con- 
tributions in the specified amount either to the American Go Foun- 
dation or directly to the AGA. AGF contributions are used to fund 
promotional and educational projects around the country, and can 
be earmarked for special purposes. Contributions to the AGA help 
to subsidize operating costs, and are very important to the AGA’s 
ability to undertake special projects. AGF donations are tax deduct- 
ible; contributions to the AGA are not. Contributors in these 
categories are listed for one year (four issues). 


Life Memberships can be purchased at the present time at a cost of 
$1000, which is placed in a special reserve fund on the AGA’s books. 
Life memberships are paid to the AGA and are not tax deductible. 


To show your support, send your donation to AGA, PO Box 397, Old 
Chelsea Station, New York, NY 10113. IMPORTANT NOTE: If 
you wish your contribution to be tax deductible, you MUST make 
your check payable to the American Go Foundation. 
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DO NOT SO GENTLY 
OFFER TO RESIGN 


_by Bob High 
(with apologies to Dylan Thomas) 


Do not so gently offer to resign 
Bold dans should burn and rave at end of play; 
Rage, rage unto the dying of your time. 


Though wise dans at the end their scores divine 
Because their moves had built no moyos they 
Do not so gently offer to resign. 


Shodans, the yose past, crying how fine 
Their final moves might have seemed played in sente 
Rage, rage unto the dying of their time. 


Wild dans, invading on the second line, 
Learning too late the error of their way 
Do not so gently offer to resign. 


Go-dans, near death, who seek some mad design 
False eyes to raise to true through hamete 
Rage, rage unto the dying of their time. 


And you, kyu player, handicapped at nine 

Curse, bless us now with your fierce moves, I pray. 
Do not so gently offer to resign. 

Rage, rage unto the dying of your time. 
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THE AGA HONOR ROLL 


INSTITUTIONAL SPONSORS ($500 and over) 


Dr. Vincent Wang 


James Davies Takao Matsuda 
Yokohama, JAPAN New York, NY Jacksonville, TX 
SPONSORS ($100-$499 contribution) 
Bob Barber Toru Kojima Joel Sanet 
Chicago, IL Seattle, WA Miami, FL 
Elwyn Berlekamp Les Lanphear Haskell Small 
Cambridge, MA San Diego, CA Washington, DC 
Barbara Calhoun Chun-kyu Lee Ron Snyder 
New York, NY Seven Hills, OH Westfield, NJ 
Robert High David Littleboy Stuart Staton 
New York, NY Tokyo, JAPAN Miami, FL 
William J. Halden, Jr. John D. Moses Phil Straus 
Great Falls, VA Falls Church, VA Philadelphia, PA 
Jack Halpern James R. Myers Masao Takabe 
New York, NY Pittsburgh, PA New York, NY 
Joseph Isenbergh Jonathan Nagy Joseph Wang 
Chicago, IL Metuchen, NJ Jacksonville, TX 
Michael Kalosh Wayne Nelson Roger B. White 
Seattle, WA Schenectady, NY Solon, OH 
Dae-yol Kim Harry O'Sullivan Peter Walton 
Bronx, NY Red Oak, TX South Burlington, VT 
Joong Ki Kim S. S. Parh Peter Yam 
Battle Creek, MI Flushing, NY Chicago, IL 
Kenneth Koester, Jr. Paul Roush Sam Zimmerman 
Centreville, VA Los Angeles, CA Lancaster, PA 


SUSTAINERS ($50-$99 contribution) 
David Mechner 


David E. Allen Kathryn Frank 
Seattle, WA Metairie, LA New York, NY 
Ed Andrelos Thomas Hsiang Roger Mills 
Queens, NY Pittsford, NY Louisville, KY 
Terence G. Benson Steven Jamar Evans Palmour 
New York, NY Columbia, MD Gainesville,GA 
Neil Bleifeld Timothy Jeans Ulo Tamm 
New York, NY Vallejo, CA Broomfield, CO 
Allen Blue Chun-kyu Lee Daniel Weise 
North Carolina Cleveland, OH Kirkland, WA 
Dr. Soon Pil Chang James Lindsay Andrew Whitehouse 
Powell, OH Albany, CA Broomall, PA 
Edward R. Downes Bruce Meadows Laura Yedwab 
Hoboken, NJ Helena, MT Kirkland, WA 
LIFE MEMBERS 
James Kerwin Vincent Wang, M.D. 
Minneapolis, MN Clay Smith Jacksonville, TX 
Dr. Gerard Poche Austin, TX Dave Weimer 
Fort Worth, TX Rochester, NY 
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Introducing NEMESIS Scribbler 


An annotation & commenting tool of unprecedented capability 
offering the potential of revolutionizing Go instruction. 
Utilized by the three Go Professionals residing in the US 


Scribbler allows you to document your games in detail and with reader 
interaction that goes far beyond the limitations of Go books. 


Creating go lessons is a breeze with Scribbler. Scribbler has powerful 
diagramming & organizational aids, enabling you to record your thoughts 
almost as fast as you can think them. You can direct the flow and organize 
the lesson material in a manner transparent to your reader. The diagrams 
below show the breadth of markings available. On a color display, the 
shaded areas a-d appear in color (as does the Go board). 


With the wide range of diagramming marks and organizational layout tools 
provided, Scribbler lets you visually and logically express exactly what you 
want, in the style most conducive to learning the material. The reader uses 
the TOUR button to see the lesson linearly. You can also let him skip to 
new or supplemental material by clicking on a sensitized intersection or by 
selecting from a menu you create. 


Scribbler has extensive capacity! — You can associate 64 diagrams & separate 
text comments with each turn. With any or all of these you can associate up 
to 26 continuation or variation move sequences, each able to have their 
own 64 diagrams & 26 sequences, and so on. — Yet with all this capacity, 
there is a natural flow which allows the reader to peruse it all at his own pace — 
with the push of a button. 


PUSL. IDese 

LAR Ime +a 

7 4 
Peer ee 


Scribbler crosses Go, HyperCard, and a relational database. The wide range of 
annotation marks, combined with a multi-dimensional view of commentary 
enables us and you to create commented games and problems beyond what has 
previously been conceived. A handy game editor lets you fix games after you've 
entered them. 

See Toyogo's cover ad for ordering information. 


All About Life & Death 


The most complete work on tsume 
go ever published in English 
New from Ishi Press! 


Here is a new, 2 volume translation of one of the most important 
works in a critical subject area. In All About Life & Death, the 
author, Cho Chikun, starts with patterns on the second line. He 
will lead you through all of the important patterns that occur in 
play. Each situation is shown as a problem. The correct solution 
and generally two incorrect solutions appear in separate diagrams. 
Where there are complications, such as when an incorrect line 
might lead to a ko, a more extensive discussion is given. 


Books for beginners through dan-level players! 

Use this as a text to study life and death in detail. Use it as a 
problem book to sharpen your reading skill. Use it as an 
encyclopedic reference to find out how you should have played in 
your last game. Because of the vast range of material included, 
beginners will profit from the book, while experts will still find a 
challenge. 


Publication date: June 1993. Price $14.95 per volume (plus 
$3.50 UPS s/h within the continental U.S. California residents 
please add 8.25% sales tax.) 


ISHI PRESS 


INTERNATIONAL 
76 Bonaventura Dr., San Jose, CA 95134 eTel:(408) 944-9900 e FA X:(408) 944-9110 


